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SOMETIMES YOU PLAYZ 
THE GAME 

SOMETIMES THE GAME 
PLAYZ YOU 

A Quick Test For 

Bdlfz ir TT»e Director's Cut" Players 


The Ba(lz 'The Director's Cut" Arenas are located in: 

O A heretofore undiscovered dimension 
Q A city on a distant alien planet 
O An obscure corner of the Cybernet 

The Baflz 'The Director's Cut" Fighters are: 

O G i ad iators from another worl d 
O Characters reflecting their creators' personalities 
O Athletes of the future 

The Bctllz ‘The Director’s Cut’* Bosses are: 

O Metaphysical manifestations of human neuroses 
O Hand-picked mercenary bodyguards 
O Vengeance-crazed warriors 


Answers: 
Who cares? 


Ballz ana' PF. Magic are tradema r ks of PF. Magic © 1995, All rig I its n -.cm ;d. 
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Language Override Procedure: 

To launch the English version: 

At startup, when the PF.Magic Logo Screen 
appears, press and hold Left Shift + Right 
Shift + A until the "Ba Iz 1 Main menu comes 
up. Release the buttons when you are at the 
Ma i n imenu The Ga me wi I d ispl ay Characte r 
names and Special /Move Hints in English. 

To launch the Japanese version: 

At startup, when the Panasonic Logo Screen 
appears, press and hold Left Shift + Right 
Shift + C until the "Ballz" Main menu comes 
up. Release the buttons when you are at the 
Ma i n men j . Trie Ga me wi I o' is p I ay Chara cter 
names and Special Move Hints in Japanese. 
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BALLZ “THE DIRECTOR’S CUT” 
os arena combat 

- pure, rude, and simple. You don't need to know any more than that, 
so don’t ask. You either whup us or you go down! 

Don’t like it? 

Hike it. You can be replaced. 



Who am I? 

I’m The Jester. 

That's all... The Jester. 
Wizard of Wit. 

Sultan of Insultin’. 

Poohbah of Putdowns. 
Tyrant of Trash Talk. 

Duke of Dozens. 

Ayatollah of i-Told-Ya-Sos. 
Godfather of Gross-Outs. 


You wanna bust my Ballz? 

Lotsa luck, Chuck. 

it’s going to take you a while to get to my level. 
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You start with nuttm’ and you take a whuppin’ 

You're fightin’ to advance if you don’t wet your pants 
More wins than losses and you’ll meet my bosses. 

First the kangaroo’s gonna pummel you, 

He’s a tail bouncin’ foe and a boxer too. 

The Ostrich may fool you into sneaking around, 

but then he’s gonna school you when his head’s above ground. 

Don’t gloat or brag or even start to flex, 

Before the deadly tailwag of the mighty T-Rex. 

If you've made it this far you better rub your lamp 
Because here comes the Genie before you face the champ. 
(By the way, this boss is full of surprises 
He's been known to appear in a few disguises.) 

Lick ’em all and you’ll meet the true tester 
The ball bustin' don’t trust 'em jukin' jivin’ Jester. 

You’ll be beggin’ for mercy but i’ll slam you some more 
to see your shattered remains all over my floor, 

You won't survive without taking some falls 
and you won’t ever win, unless you’ve got Ballz. 
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By the way, iff s real important that you stop and read the rude 
comments on the scoreboard. They’re mine. This way you’ll be 
distracted, get shattered, and lose - which is exactly what I want to 
happen to you, dingleberry. When you lose, i laugh. Nobody ever said that 
Ballz "The Director’s Cut” was a nice place. Also, to rub it in, i’m cranking 
animations onto the scoreboard. Take a look up to remember who’s 
losing, it's just another distraction.,. 

if, by some miracle of genetics, you manage to get all the way up past my 
bosses, you then meet me head on. i’m trembling in my trousers just 
thinking about it. When (get through booting your Ballz, you might as well 
put on pink pedal pushers and ask a first grader if you can play with her 
dolly. But you're not going anywhere, Poindexter, until you pick a fighting 
style. We’ve got nine of' em, all designed and programmed by real 
attitude problems. Read the Fighter Specs for details. 

And if you’re wondering why i called this “The Director’ s Cut,” it’s 
because with this version i can bustyou up the way i’ve wanted to all 
along, without the censorship and stupid limitations placed on me by 
those boneheaded tiny—bit machines. Also it's ‘cuz i’m Director of this 
place with more fighters, more moves and better Ballz than ever before! 

Bonan Nokton, 

The Jester 



Setting Up 

Options 

• Press the Con trol ler's D- pa d UP/DOWN to h ish I ight a 
category; oress LEFT/RIGHT to change the setting. 

Press PLAY to select. 

9 Press STOP to move back a level to the previous screen, 

• Controller takes you to a new screen where you can 
configure your joy pad buttons. 

• Matches for Win sets the conditions for a match victory in 
the Two Player game. 

The default setting is a S-out-of-3 match. 

When one player has won 2 rounds, that player wins the 
match. You can set the match conditions to 1 -out-of-1, 

2-out-of-3, 3-out-of-5,6-out-of-11, or ll-out-of-21. 

The Match Wins sett'ng has no effect n the One Player 
game, The One P ayergame always requires a 
2-out-of-3 victory' to advance to the next opponent 

• Continues sets the number of lives you have in the One P ayergame: 1, 3, or 6. 

Each "continue" allows you to continue playing at the same level after you have lost a match. 
The number of continues setting has no effect on the Two Player game. 

• Handicap changes the damage delivered by a player's attacks in the Two P'ayer game. 

More ballz (****) means more damage a hit is more powerful. The Handicap settings have 
no effect in the One Player game. 

• Music lets you turn the background music on or off. 

• Instant Replay is controlled by the winner's joypad: Press A to zoom the camera in, press B 
to zoom the camera out, press C to see the. replay in slaw motion. The D-pad controls the 
camera angle, includ ng an overhead view by pressing UR Press PLAY to skip the replay and 
begin the next fight. 
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Controller Configuration 

• To change the button assignmerits for your control ler r select 
Controller from the Options Menu. 

• Move the highlight up or down with the D-pad and then 
assign a button on your joy pad to the highlighted function 
by pressing that button. 

• The stardard sett ing is: A= Pu nch, B=Kick, C=J ump, 

L=Escape Left, and R=Escape Right. 

All of the standard and special moves in Ballz "The Director's Cut" were designed to work with 
a standard 3DO 3-button controller. Special controllers and extra buttons are not needed to 
puli off Ballz moves. 

Rules of the Arena 

General Rules 

• Vour fighter's health is indicated oy the life bar at the top 
of the screen. When you run out of life, your fighter is 
"shattered" and you lose the round. 

• Each round lasts 99 seconds. 

• When time nuns out, The Jester pu Is the plug on both 
fighters, dra ning their power in a few seconds. 

Whoever has more life left at the end of the round will win. 

The other fighter w If be shattered. 

• Each match is a best-of-three match, The first fighter to win two rounds is the winner. 

In the Two Player game, you can cnange the match settings under Options 
(to 1 out of 1 , 2/3, 3/5,6/11 f or 11/21). 

• During any fight, you can Pause and then Qi.it to the Main Menu. 

• Once back on the Main Menu, you can change any setting or start a new fig I it. 
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One Player Game & Character Select 

• Select one of the nine characters, then fight through 
The Jester's gauntlet of opponents to face The Jester. 

• At the fighter select screen, view the characters by pressing 
the D-pad LEFT or RIGHT. Press PLAY to select the character 
displayed. 

• Once you have chosen a character, choose the speed 
setting - Slower, Normal or Hyper, 

• Once you have set the speed, you wi II enter the Arena and 
begin the fight. 

• The background scene and theme song will be set by the 
current opponent For example, if you are playing against 
Yoke, you will see her "jungle" background. 

• When you lose any match, you will be a lowed to continue 
until you run out of ‘'continues/' (The number of continues 
you have is set in the Options menu.) 

• I f you com pI ete the O ne PI aye r ga me a n d defeat The Jester, 
wait to see what happens.... 




Two Royer Game & Character Select 

• Two players can battle each other using any two fignters they wish - even the same fighter. 

• At the fighter se ed; screen, each player chooses a fighter by pressing the D-pad LEFT or 
RIGHT. Press PLAY to select the visible fighter. 

• Next to each fighter, the name and match w'n-loss record will be displayec. 

• After you nave both selected a fighter, choose the speed setting - S ower, Normal or Hyper. 

• Once you have set the speed, you will enter the Arena and begin the fight. 

• The background score ano music are set by whoever is ahead in the game. 

• You can fight as many times as you wish. 
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Free Play Mode 

• This is the training mode - you get to select your opponent, including any of the bosses 
except the Jester. 

• Play one match at a time, always set to 2-cut-of-3. 

• Select one of the nine fighters for yourself first,, then choose your opponent. 

• At the fighter select screen, choose a fighter by press'ng the D-pad LEFT or RIGHT. 

Press PLAy to select the visib.e fighter. Then do the same for your Opponent. 

• Next to each fighter, the name 3no match win-loss record will oe displayed. 

• Once you have set the speed, you wil enter the Arena and begin the fight. 

• The background scene and theme song will be set by the current opponent. For example, 
if you a r e playing against Yoka, you will see Yoko's "jungle"' background and hear her song. 

• You can fight as many times as you wish, 

4 If you wish to change Options, olay a One Player game, or make other changes, oress STOP 
during a fight and then choose Quit to Main Menu. 

Ballz “The Director’s Cut” Controls 

Each Ballz fighter can punch. Kick, jump, move laterally and execute a variety of spec a I moves. 

Read the F'ghter Specs for a sample of each characters unique moves. 

3D0 Controller 6-Button Controller 
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Basic Moves 

Button A **„*,*„*.♦*.*.,*„♦♦*♦.*„***, Normal punch 
Button B.Normal kick 

Kicks are generally slower than punches but cause more dsmsge. 

Button ... Jump - Hold C longer to jump higher 

You can steer while in the air. Lighter weight fighters jump higher and/or float longer. 
Letting go of t wil i cause you to drop quickly to the ground. 

Left Shift*♦*♦♦*♦**♦,*♦. . Escape Left 

night Shift,*„*.»»**..***..»*.**. Escape Right 

STOP or PAUSE.Pause Game {depends on Controller setting) 

D-Pad.*.Move fighter (directional walk) 

You can re assign the A, B, C, L, and R buttons by choosing the Controller Menu 
on the Ballz "The Director's Cut" Options screen, 

Advanced Attack Moves 


A + Down.*.*. Low punch 

Toward + A.*.* Lunging punch 

Away + A ...Short punch 

B + Down.*... Low kick 

Toward + B.Lunging kick 

Away + B.. Short kick 

A + D-pad (up or down).Roll away when knocked to the ground 


Moves Key 

• Toward (Id) a nd Away (Aw) a re rel alive to op ponent 

• Up (U), Down (D), Right (R), ano Left (L) are absolute. 

• A 4 B means press both keys at the same time. 

• A, B means press the keys in succession (first press A, then press B.) 
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When in Close Quarters 

Grapple Duels 

When yen move close to your opponent 
and cress A, a grappling duel will begin. 

Both players must then press the A button 
as rapidly as possible. Whoever presses 
the A button faster wilI win the grapp e 
and deliver a spec a I attack or the 
opponent. 

Close grab 

When close to your opponent, press B to 
grab opponent and execute a devastating 
attack... 

Escaping and Recovering 

Whenever you are being held by your opponent (e.g., spanked by Div ne, he I a by your ankles by 
Crusher, etc.) or you are dizzy or otherwise incapacitated, press A rapidly to escape or recover. 

Blocking 

Move directly away from your opponent to backpeca and block. Press Away + Down to go into 
a crouching, stationary block. Press the C button while in a crouching block to execute a defensive 
throw when your opponent comes at you. Press Away + Uo to go into a high block. Note that if 
yoi. are hit three times n a row without blocking or fighting back, your fighter will become dizzy. 

Aerial Defense 

Every fighter has some so it of aerial defense move (e.g., Boomer's Up +- A move). These moves 
will damage opponents attempting to attack from the air. 
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Special Moves 

The Rcllz "The Directors Cut” fighters have many special moves. A small sample of then moves is 
listed in the Fighter Specs section. The rest you'll have to figure out for yourself. 

Morph Moves 

Secret key combos will let you morph into any of the 9 fighters to take advantage of the different 
fighting styles. You will remain morphed into the new fighter until you morph into another or until 
the end of the round. 

Begging for Mercy 

A lows you to gain health back when fatigued, but leaves you vulnerable w,hi e you "re doing it,.. 
and it's humiliating. Press Down on the D-Pad several times rapidly whenever you are fatigued to 
begin groveling. You must keep tapping Down on the D-Pad to gain back health. 


Taunts 

Performing the taunt will increase the damage delivered on the next attack by either player 
Taunts are additive: doing several in a row will increase the damage more. To execute a Taunt, 
press A + B + C 

Explosions and Cyclones 

Some special moves (e.g., explosion and 
tornado) will cause damage to opponents 
even f blocking. If an exp os ion or 
cyclone attack is executed but the 
opponent is not hit and the cyclone or 
spinning move ends up too close to the 
edges of the arena, the player will 
become "scrambled" and helpless until 
the opponent hits them next. To recover 
from a"scrambled” state, press A rapidly 
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Fighter Specs 

BOOMER 

Try playin' h m. You won't have to change your looks much. This guy r i do anything for a laugh, 
but he ain 't no joke. If his Jack-in-the-Box head doesn't get you, his irritating giggle will. 

I won't say the guy who dreamed Boomer up is a sick little monkey but he's got an autographed 
picture of Pennywise on his nightstand (look it up, pong-breath). Just remember: it only hurts 
when you laugh. 


RATINGS (scale from 1-3) 

Speed + + , + + B + * a + 4 m 4 - + + b + ++ f* * ** **+ +* ** 

Punch Damage —-*. 

Kick Damage ******************. 

Missile Attacks.. 


Throw Damage +*♦**♦ ..*♦**#♦ *+♦»♦**+** 
Grapple Damage ++ *♦++*+ * * t ***** 

Charge Attacks ***************. 

Aerial Attack Damage— 
Explosion/Cyclone Damage *** 
Other Special Moves *—*** 

Defense.... 

Aerial Defense —... 


3 

3 

3 
5 

4 

4 
1 
f 

5 
1 
2 
3 



booMt* 


SPECIAL MOVES 

Self Dedrud.. R, D, L, U, A 

Telescoping Arms —.* Aw+D+A+B 

Throw Head,*-*.*.Aw, Td, A 

Bowl Head ■ f ■■■* + mk f 1-4 +-B + i + + ■ + + ■ + *■» t ■ -P ** Aw, Td, B 

Dive Bomb*——..*.D, U+C 

And many more,,. 
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BRUISER 

If brains were dynamite, this guy couldn’t blow nis nose, No worries about brain-damage for this 
guy, you cant hurt what fie don't have. But then Bruiser don't need it. Not with the wallop he 
packs. Bruiser takes a lumpin' and keeps on thumpin’, The guy who programmed him wasn’t a 
genius, either, just a real nasty sen-of-a-byte. You 1 1 be shocked when you see h n. 


RATINGS (scale from 1-5) 

Speed.*—*♦♦*—*. 

Punch Damage **.***. 

Kick Damage**************. 

Missile Attacks *—. 


Throw Damage +* + ++ + **** + ***■ + ******* 

Grapple Damage. 

Charge Attacks ***********.— 

Aerial Attack Damage*.. 

Explosion/Cyclone Damage *** 
Other Special Moves. 


Defense 


**** + »+ + *+ + *+ + »+***** ************* 


Aerial Defense 


3 

4 
2 
3 
3 
2 
2 

3 

4 
3 
3 

5 


SPECIAL MOVES 

Tornado.-*♦♦*♦♦♦♦— R, D, L, U, A 

Cannonball 4 f im + ■ A * i -fa *-k + 4* + ■ + +# ♦ C+D, D 

Slide Tackle *****************.D, D, B 

Jumping Jacks.***** U, D, U, D 



Cartwheel 


*■» ++ + m ** if- I + * + + ■ + *■*• + ■ * 


L, L, B or R, R., B 


And many more.,, 
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CRUSHER 

A sad case. I never understood the nutcase that programmed him, but he sure knows howto 
design a warrior. This mutoid moves a little s ow, but he's powerful enough to shatter any Fighter 
in a couple of hi its. Stay Pear of the horn. 

RATINGS (scale from 1-5) 

Speed 1 

Punch Damage.5 

Kick Damage.*** 5 

Missile Attacks *******.2 

Throw Dauiage 4 

Grapple Damage..3 

Charge Attacks...5 

Aerial Attack Damage.. 4 

Explosion/Cyclone Damage *** 4 

Other Special Moves *****.3 

Defense*.,.*.*.* 5 

Aerial Defense 2 

SPECIAL MOVES 

Horn Slide****************************** Aw, Td, C 

Horn Throw 4 4 44 f i 4 4 k + 44 44 4 *4 + B 4 44 tit 44 4 Aw, U, A 

Mad Charge.*..,.*,,*..,.,............. Td, Td, Td 

Grand Slam 4 +4 4 +4 + 44 + 4+44 + 4+ +4 + 4+ 44 4-44 + U, D, A 

Horn Lunge Td, Td, A 

And many more... 
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DlViNE 

Anyone ever tell you that you fight like a girl? Ha - you wish! Divine is the orima donna of damage, 
programmed by a defective defector from the KGR with a Bolshoi fixation. Don’t laugh. 

She's kicked a lot o f Ballz. Fast and nasty, she kicks, jumps, and makes a lo: of sorority girl groans 
and whines. She's also easy to take down. Divine can dish it out, out she can't take it. 


RATINGS {scale from 1-5) 

Speed.*******...5 

Punch Damage 2 

Kick Damage +44444 444 44 + 44 44444+44 44 41- -5 

Missile Attacks.*.... 1 

Throw Damage *********.**.****.****» 3 
Grapple Damage ******************** 4 
Charge Attacks 1 

Aerial Attack Damage,.,..,.,..,. 5 
Explosion/Cydone Damage... 3 

Other Special Moves.. 2 

Defense.* 3 

Aerial Defense 4+ + d44- + 44 + B + 4+ + dt4>t<+ 3 

SPECIAL MOVES 

Bump'n 1 Grind.... Td, Aw, Td 

Low Lunge Kick,*,**,*,*.*.Aw+D+B+C 

Knee to Nuts **** ++ + 4 + + ■ + ** + ■ ++■ + ■ M * + D, D, Td 

Flip & Throw.A+B (up dose) 

Nutcracker..B (up close) 
And many more.., 
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KRONK 

You know what they say If your only tool is a hammer, you treat every problem as a nail. 

All Kronk's sot is his club... so he sees everyth ins around him as something in need of clubbing. 
A f 0 vV good whacks and nobody comes back. Kronk was dreamed uo by ar anthropology nut 
with a few r ocks iri his own noggin'. 


RATINGS (scale from 1 -5) 
Speed * ♦ ++ +* t ** ♦ ♦ ** 

Punch Damage 

Kick Damage »t tf# ** + fr + + # + * + + ■ ********* 

Missile Attacks ■»+.++++*+*■•*»+*++<+«■*» 


Throw Damage ♦ ■tt***+ *** *■* +■*+*+*+■++ + 
Grapple Damage 4- *+ n**« ** +*+ + + +#+ ++ 
Charge Attacks *« + ** »*+ *« +* + *+ * ¥ +#+ +* 

Aerial Attack Damage.* 


ExplosionfCydone Damage 
Other Special Moves **.»»»***♦ 

Defense 9 * 4-1 + + 9 + + ! + 

Aerial Defense 


*+ **+ p + + ■ + 


h + i + h + mm + >i|>« + > + 


4 

3 
2 

5 

4 

4 
3 
2 
1 
2 
3 

5 


SPECIAL MOVES 

Nut Crush + **+ **+**+*+*+ + ** +** « ******* + * 

Loogse 

Fencing lunge 
Flying Spear 
Bone Sweep. 


h ****+*+*++ 4 * + 


■**+#■+4** 


►■****■*+■+■+**+***** 


p * ** + n + + * + ■ 


D, D, A 
Aw, Td, A 
Td, Td, A 
C+D, D 
D+Aw+A+B 


And many more.., 
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TSUNAMI 

This guy ooks like a blimp, until he lands on you. The only thing more deadly than his chop is the 
boredom you suffer when he goes through all his ritual. Unlike other Fighters, Tsunami has pride. 
That is to say, it embarrasses him to fight clowns and gorillas. But, in the true eastern way, Sumo 
'uses 7 this embarrassment to defeat his enemies. 


RATINGS (scale from 1-5) 
Speed.... 


Punch Damage . 

Kick Damage f + +•*++#+#+ + ( + ++ + *+ * ■ +4 + ++ + 
Missile Attacks 
Throw Damage 

Grapple Damage.. 

Charge Attacks *i* *** ** **+** ++* ****** 

Aerial Attack Damage.... 

Explosion/Cyclone Damage 
Other Special Moves 


■ *** + ***** I* ** * 


**++*+*++*++++ 


h I ****** + rf *** ****** *4 * 




Defense.. 

Aerial Defense * 


2 

5 

3 

1 

5 

3 
5 

4 
2 
4 

4 

3 


Special Moves 

Flying Kick .■*„..*.**■.Aw, Aw, C 

Karate Chop...U, Td, A 

Belly Charge +********************+***** Td, Td, Td 

Meditate .U, U, C 

Jumpside Kick..♦*+♦*+++♦.++++»+++++++ L, L, B 
And many mere... 
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TURBO 

The original 98 pound wimpus who watched too much politically correct k'dvid. 
Coded by a major geek. Flies fast, can attack from above, but is Mr. Super-Polite. 
Boy do 11 late him, If he wasn't as powerful as lie is, he'd be a joke. 


RATINGS (scale from 1-5) 

Speed.— 4 

Punch Damage 3 

Kick Damage..3 

Missile Attacks . .. 2 

Throw Damage.—♦ 4 

Grapple Damage. . .4 

Charge Attacks.—— 3 

Aerial Attack Damage-,.4 

Explosion/Cyclone Damage *.* 1 
Other Special Moves ...— 4 

Defense-.3 

Aerial Defense,—.—,—— 3 

SPECIAL MOVES 

Hovering #44 ++ + ++ * ■■+«■*»■*■« +1 + !■#*■■**<** C, B+C f C-. 

Flying Dart...—— C+D f D 

Head Pound-..——— U, Td, A 

Super Blow-...-.--——. Td f Td, A 
Torpedo.. Aw, Td, C 

And many more... 



turbo 


ie 


YOKO 

The original sick little monkey - a completely deranged ape, Never know what's gonna happen 
to you when you oungle in the jungle. Yoke's designer thinks apes are smarter than humans - and 
you aren't going to prove her wrong! 


RATINGS (scale from 1-5) 

Speed. 3 

Punch Damage —.2 

Kick Damage...—.2 

Missile Attacks — — 1 

Throw Damage ——....5 

Grapple Damage...—.—.—. 2 
Charge Attacks 2 

Aerial Attack Damage.4 

Explosion/Cyclone Damage ... i 
Other Special Moves ——. 5 
Defense—3 
Aerial Defense4 


SPECIAL MOVES 
Stun Fart 


t . * #* f * 4 + f* + . t + h + +t *-8 + *4 f fi * +4 


.. Aw, Aw, Aw 


Spin Attack.—... Id, 0, U 

Swing in Trees.—. C r U, U 


Leg Swing.*.— D, B 

Back Flip.-.LI, B 


And many mors... 
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ZOMBIE 

Zombie's the new guy in town, and if you want to! ive, don't mess around. Programmed by a late 
night code-head with a death wish, Zombie's the grossest of ail, with body parts (lyin' and a rise 
from che grave that'll have you wish in' you were never bon I 


Ratings (scale from 1-5) 

Speed +-■-*»*+*4 +* + - * * > * 4 - + ♦+ * ►+ ** +■* + ** + § + 

Punch Damage.............. 

Kick Damage.*. 

Missile Attacks.*.*. 

Throw Damage 

Grapple Damage.*....» 

Charge Attacks.. 

Aerial Attack Damage............ 


Ex plosion^Cyclone Damage... 

Other Special Moves ..... 

Defense.................................. 


Aerial Defense...... 


2 

2 

4 

3 

4 

5 

3 
2 
2 

4 
3 
3 


Special Moves 

Shoot Eyeballs........ U, Td, A 

Coffin Chase.*.. Aw, Td, B 

Boomerang.—.. Aw, Td, A 

Pogo Stick.....B (up close) 

Grave Diver.....D, D, B 

And many mors... 



2D 


THE BOSSES 

Designed and coded by 
Yours Truly. I built them to 
keep joystrck-wheeriies like 
you out of my hair. I can't 
tell you much about them, 
'cause that would spoil the 
surprise. Shatter them ail 
and 111 pay you a visit 
The Boss fighters are 
generally more powerful 
than the character fighters, 
but most have some kind of 
Achilles' heel you need to 
look for. Bosses cannot be 
picked up and thrown, nor 
can tney be made dizzy. 




bouKdpr 


jWte* 

e 




p L baLLx 
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Lead Programming 

Les Hedger 
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Shell Programming 
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Sound Programming 
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Additional Programming 
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Brad McKee 
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Producer 
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Original Game Design 
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Wi I Friedewald 
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Frank Saxon, Jr. 
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Adam Frank 
Wi I Friedewald 
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Frank Saxon, Jr. 
Original Music 
Kurt Ha hand 
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Aaron Winett 
Sound FX 
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Manual text - 
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FI nt Dilie 
Buzz Dixon 


Lead Tester 
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On-Site Testers 
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Tom Teuscher 
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F int Dille 
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Mike Falser 
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Lisa Wong 
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Byse, Inc. 

Director of Marketing 

Steven Feu ling 
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Manual Design 

Graff Advertising 
Steve Graff 
Gary Jones 
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Special Thanks to; 

Rob Fulop 
Jim Guerard 
Cory Smith 
Beth Kaufman 
Mark Miller 
Paul Wilkerson 
3 DO 

Carrie Holder 
Panasonic Software 
Bill Gardner 
Toshi Nakahara 
Trayse Johnson 
Bonnie Schultz 
Jim Jennings 
Tin Takatani 
Sherry Yaqub 
Crystal Dynamics 
Rob Dyer 
La I la Atessi 
Susan Bowman 
Trisha Livorsi 
Cave Logic 
Information Society 

Customer Support 

If you fee stuck in the 
game, or just need a hint, 
don't worry: 1 Vo j car cs I 
the Panasonic Garre Hint 
and Tip Line for help on 
this game. 

1-408-653-1898 


Handling Your CD 

• Ho d the disc by its edges, or with your thumb on the 
edge and one finger in the center. Avoid touching the 
disc's surface. 

• Don't expose the disc to direct sunf glit or sources of high 
heat, such as a heating vent. 

• Clean the cisc by wiping It with a soft, dry cloth. 

DO NOT use solvents such as benzine, thinner, 
com mere: ally available solvents or antistatic spray, 

• Do not stick the CD up your nose. 

Do not feed the CD to your cat, 

Do not attempt to defeat The Jester. 

Bo nan Nekton* 

WARNING: Read Before Using your 3DO 
interactive Multiplayer™ System 

A very small percentage of Individuals may experience 
epileptic seizures when exposed to certain light patterns or 
flashing lights. Exposure to certain patterns ex backgrounds on 
a television screen or while p aying video games may induce 
an epileptic seizure in these individuals. Certain conditions 
may induce previously undetected epileotic symptoms even 
In persons who have no history of prior seizures or epilepsy. 

If you, or anyone in your family, has an epileptic condition, 
ccnsu t your physician prior to playing. If you experience any 
of the following symptoms while playing a video game - 
dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any i:ivoluntary movement, or 
convulsions - IMMEDIATELY discontinue use and consu t your 
physician before resuming play. 
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End User Notice 

THE 3DO COMPANY SHALL NOT BE LIABLE TO THE END USEE FOR ANY LOSS OF DATA, LOST 
PROFITS, COST OF SUBSTITUTE GOODS, OR OTHER CONSEQUENTIAL, INCIDENTAL, SPECIAL, 
PUNITIVE, OR OTHER DAMAGES OF ANY KIND ARISING OUT OFTHE USE OF OR INABILITY TO 
USE THE SOFTWARE. 

THE 3DO COMPANY MAKES NO WARRANTIES, EXPRESS, IMPLIED OR STATUTORY, REGARDING 
THE SOFTWARE, INCLUDING WITHOUT LIMITATION THE IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR PURPOSE, OR ANY EQUIVALENT 
WARRANTIES UNDER THE LAWS OF ANY JURISDICTION. 

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS PRODUCT, YOUR 
PROJECTION TELEVISION SCREEN MAY BE PERMANENTLY DAMAGED IF STATIONARY SCENES 
OR PATTERNS ARE PLAYED ON YOUR PROJECTION TELEVISION. SIMILAR DAMAGE MAY 
OCCUR IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE. F YOU USE YOUR PROJECTION 
TELEVISION WITH THIS PRODUCT, NEITHER THE 3DO COMPANY, NOR PF. MAGIC, NOR 
MATSUSHITA ELECTRIC CORPORATION OF AMERICA WILL BE LIABLE FOR ANY RESULTING 
DAMAGE. THIS SITUATION IS NOT CAUSED BY A DEFECT IN THIS PRODUCT OR THE 3DO 
SYSTEM; OTHER FIXED OR REPETITIVE IMAGES MAY CAUSE SIMILAR DAMAGE TO A 
PROJECTION TELEVISION. PLEASE CONTACT YOUR TV MANUFACTURER FOR FURTHER 
INFORMATION. 

THE EXECUTION OF SOFTWARE WITH THE 3DO SYSTEM INVOLVES THE USE OF PATENT 
RIGHTS, GRANTED OR APPLIED FOR, IN CERTAIN COUNTRIES. A PURCHASER OF THE 3DO 
SYSTEM IS LICENSED TO USE SUCH PATENT RIGHTS WITH SOFTWARE LICENSED BY THE 3DO 
COMPANY NO LICENSE, IMPLIED OR OTHERWISE, IS GRANTED FOR THE EXECUTION OF 
OTHER SOFTWARE. 



A./ 
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Panasonic Interactive Multi player Software Media 
Matsushita Consumer Electronics Company, 

Division of Matsushita Electric Corporation of America 
One Panasonic Way, Secaucus, New Jersey 07034 


Matsushita Consumer Electronics Company, Division of Matsushita Electric Corporation of America (referred to as 
'The warrantor"), will replace the medium on which the software is fu rnished, free of charge in the LI.S.A. or Puerto 
Rico for ninety (90) days in the event of a defect in materials or workmanship as follows; 

Mail-in service for the continental U.S.A. and Puerto Rico can be obtained during the warranty period by sending the 
defective medium (pre-paid) to; Panasonic Software Company 

Customer Support Center 

4701 Patrick Henry Drive, Suite 1101 

Santa Clara, CA 95054 


This warranty is extended only to the original purchaser. A purchase receipt or other proof of date of original 
purchase will he required before warranty service is rendered. 

This warranty only covers failures due to defects in materials or workmanship. It does not cover damage which 
occurs during shipment or failures which are caused by products not supplied by the warrantor or failures which 
result from accident, misuse, abuse, neglect, mishandling, misapplication, attempts to modify the software, 
inadequate signal pick-up or commercial use, such as hotel, office, restaurant, oi other business or rental use of tin! 
product or damage that is attributable to acts of God, 


LIMITS AND EXCLUSIONS 

The warrantor does not warrant that the functions contained in the software will meet your requirements or Eli it 
operation of the software will be uninterrupted or error-tree. 

There are no express warranties except as listed above. 

THE WARRANTOR SHALL NOT BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
THE USE OF THIS PRODUCT. OR ARISING OUT OF ANY BREACH OF THIS WARRANTY. Al I I XPtti KKf 0 ANN 
IMPLIED WARRANTIES, INCLUDING THE WARRANTIES OF WlERCHANiAHIl 11Y AND IlfNl i!K I OR A HAHNCUI AH 
PURPOSE. ARE LIMITED TO THE APPLICABLE WARRANTY PERIOD SFI FOfUhl AIKIVf 

Some states do not allow the exclusion or limitation of incidental or consmpmi 1ml d.iniages, m ilmitaliun. on how 
long an implied warranty lusts, so the above exclusions or Million:: mi how long an impfmd w,ur.nily la .1(in 
above exclusions or limitations may not apply to you. 

This warranty gives you specific legal rights and you may also hove ntlnu rnjhi. whn h vary from d.ih: lo v,U\U\. 

If a problem with this product develops during or alter the warranty pufind, or dm pmblem i- not haute] to your 
satisfaction, you may contact; Panasonic Software Company 

Customer Support Cenlui 
4701 Patrick Henry Drive, Suite 1101 
Santa Clara, CA 95054 
(405) 653-1998 
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